Player’s Handbook Il, Part 1 


Magic Items: Transferring XP Costs 
by Kolja Raven Liquette 
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The following article focuses on wizards 
when it comes to the crafting of magic items 
(and getting stuck with the XP bill). 
However, artificers receive a number of 
craft points each level to offset XP costs; 
should they run out of craft points, they 
might consider the following options as well. 


deliver that "perfectly convenient" piece of treasure (tailored for 
each party member). While player characters typically amass and 
pend gold without reservation, no adventurer is willingly parted 
rom their XP. A wizard, with the right item creation feat and 
prerequisite spells, can potentially create any magic item desired 
by their companions. Expecting them to continually pay the XP 
bill, however, is basically like asking, "Do you mind lagging 


party level?" It's understandable that some 


izards avoid certain item creation feats, believing that the glut of 
requests asked of them by taking (for instance) Craft Magic Arms 
and Armor will detrimentally impact their progress. As such, 
izards are often likely to choose Craft Staff or Craft Wand, to 


an obligatory position (and, of course, 
are genuinely useful for their profession). 


Yet wizards might not feel so put upon taking Forge Ring, Craft Wondrous Item, or even Craft Magic Arms and 
Armor if there was a straightforward way to transfer the XP costs onto their intended owners. For example, if 
the party's fighter pays the 720 XP cost for their own +2 keen bastard sword, the wizard could still make a +1 
returning spell storing dagger for themselves without falling behind in level. Moreover, weapons, items and 


rings can be imbued with persistent or renewable effects, unlike typical spell-trigger items that are consumed or 
run out of charges; to elaborate, by spending an extra 2,000 gp and 80 XP, the abovementioned dagger can be 
made to permanently detect magic at will (see Table 7-33: Estimating Magic Item Gold Piece Values, page 285 
of the Dungeon Master's Guide). 


The following article explores several game options for transferring XP costs when creating magic items. While 


it may be easy enough to simply say "the fighter pays the XP cost for their own sword" a few additional 


considerations are discussed below. 
Requirements for Transferring XP 


Rule #1: The first rule of transferring XP to create a magic item 
is that the creature must be willing to participate in the exchange. 
Any attempt at coercion, through magical or mundane means, to 
transfer XP will automatically fail. The XP cost for creating a 
magic item can only be freely transferred in complete awareness 
of the consequences, which also necessitates a minimum 
Intelligence of 3. 


Rule #2: Furthermore, a creature cannot transfer so much XP 
toward creating a magic item as to lose a level. However, such a 
creature may, upon gaining enough XP to attain a new level, 
transfer this XP toward creating a magic item rather than keeping 
them and advancing a level. 


While the first rule states that the transfer 
must be willing, you might devise NPC 
villains who've managed the means to 
circumvent this (after all, what is that about 
rules made to be broken?). Book of Vile 
Darkness introduced the armor of the dread 
emperor (see pg. 111), which distributed 
any damage done to the wearer to 
prisoners chained to the armor. A similar 
item (see the talisman of transference) 
might be employed by evil wizards, 
transferring the XP cost to them from 
chained prisoners during the process of 
item creation. 


Rule #3: Lastly, a creature can only transfer XP toward creating a magic item with which they are proficient 


(regarding armors, shields, and weapons), capable of activating 
(in the case of wands, and other spell trigger items[1]), or capable 
of using (if restricted by ability score, alignment, class feature, or 
race [1]). 


[1] A creature can attempt to emulate these qualities with a Use 
Magic Device check in order to transfer XP. 


Compensation for Transferring XP 


If you are commissioning a magic item for which you are willing to 
transfer the XP cost, a discount of 5 gp per 1 XP is subtracted 
from the final market price. 


Note: Magic items based on spells with XP components increase 
the market price by 5 gp per 1 XP (see Table 7-33: Estimating 
Magic Item Gold Piece Values, page 285 of the Dungeon 
Master's Guide). 


The only time NPCs are willing to transfer the XP costs for creating magic items is when they are cohorts or 
followers of some member in the party, or the magic item is being made for their personal use (for example, 
when an NPC commissions a magic item). 


If an NPC is able and willing to transfer the XP cost for creating a magic item, the compensation for this service 
is 5 gp per 1 XP, paid in advance. While XP is an abstract concept to NPCs, this is the minimum amount that 
will be accepted. A greedy NPC who is "in character" will likely ask for even more gold, especially if they fulfill 
multiple requirements for transferring XP. 


Sharing the Transferred XP Costs 


A creature that meets all requirements for transferring XP cost Note: While it may seem like PCs can pawn 
may transfer the full amount or a partial amount. Partial amounts | off magic item XP costs onto their cohorts 
typically range between 25%, 50%, and 75%, but can be any or followers, doing so actually puts them at 
number of XP stipulated by the creature (essentially, until they a greater disadvantage than if they simply 
say "when"). Up to five creatures can share the transferred XP paid the magic item creator to use their own 


cost of creating a magic item, split into equal or disproportionate |yp. The cost is exactly the same (5 gp per 


amounts. 1 XP), but cohorts or followers who pay the 
XP cost start to lag behind in level, 
Repairing Magic Items becoming less effective in the party. 


All the rules for creating magic items with transferred XP apply to repairing magic items as well. 
Methods of Transferring XP 


Below are three different methods of transferring XP to the creator of a magic item. Each approach is slightly 
different and requires various degrees of involvement. 


Spell 


This first method of transferring XP utilizes a universal spell available to all spellcasters. This method offers 
more security for the spellcaster than it does for the person transferring XP. 


TRANSFERENCE 

Universal 

Level: Bard 1, Cleric 1, Druid 1, Sorcerer/wizard 1 
Components: V, S, F 

Casting Time: 10 minutes 


Range: 10 ft. 

Target: 10-ft.-radius burst centered on you 
Duration: Permanent; see text 

Saving Throw: Will negates (harmless) 
Spell Resistance: No 


Wisps of ethereal light rise off the targeted creatures, consolidate into glowing orbs, and then streak toward the 
spellcaster, fusing with their body. 


This spell allows you to store a transfer of XP from one or more creatures (maximum five), but only for the 
purpose of constructing an agreed upon magic item. The XP gained from other creatures through this spell is 
not counted toward attaining a new level. Targeted creatures must agree to the focus component that will be 
used in creating the magic item before allowing this spell to be cast on them. Once the spell is cast, targeted 
creatures control how much XP to transfer. You cannot accept a transfer of more XP than is needed to 
construct the agreed upon magic item. All the requirements for transferring XP, compensating for XP, and 
sharing XP costs apply to the casting of this spell. 


If allowable changes are made that require more XP, you must provide that XP yourself or cast this spell again 
to store a transfer of more XP as needed. If allowable changes are made that require less XP, the difference is 
returned to the targeted creatures in proportionate amounts (as per their original contributions). If you start 
making a magic item that is not allowed by even one of the targeted creatures, all the transferred XP is 
immediately returned to those creatures. If you spend at least one day making the agreed upon magic item, the 
XP is consumed regardless of whether the magic item is completed or not. If you start working on a new magic 
item after spending at least one day making the agreed upon magic item, the XP is consumed and lost (as per 
the normal rules for creating magic items). 


Focus: The raw material of agreed upon magic item (for example, a cloak, sword, or wand). 
One Line: 


Univ Transference(F): Transfers XP from a creature to create an agreed upon magic item. 


Magic Item 


This second method of transferring XP relies on an inexpensive magic item that anybody can use. This method 
offers more security for the person transferring XP than it does for the creator of a magic item. 


Talisman of Transference 


A talisman of transference is a conduit through which XP can be transferred for the purposes of constructing an 
agreed upon magic item. 


Lore: These devices were designed to protect creatures that commissioned magic items from creators who 
spent their transferred XP and did not finish the contract or disappeared with the completed product (Gather 
Information DC 20 or Knowledge [arcana] DC 10). 


Description: A talisman of transference typically takes the shape of a bracer, periapt, or some other form of 
jewelry worn against the skin. 


Activation: As a standard action, a worn talisman of transference is brought into contact with the raw material 
of an agreed upon magic item (for example, a cloak, sword, or wand) before construction begins, with the 
wearer speaking the word "attach" to create a link. The worn talisman of transference is then brought into 
contact with the creator after at least one day (8 hours) has been spent working on the magic item (but usually 
upon completion), speaking the word "infuse" to complete the effect. 


A talisman of transference can only form a connection with one raw material at a time. Speaking the word 
"attach" while in contact with a new raw material erases the old link. 


Effect: A talisman of transference transfers XP from the wearer to 
the person who constructed the magic item, so long as the magic 
item was made from the original raw material to which this device 
was linked. The wearer can transfer the entire or partial amount, 
though the wearer cannot transfer more XP than was needed to 
construct the magic item. All the requirements for transferring XP, 
compensating for XP, and sharing XP costs apply to using this 
device. 


If the wearer refuses to transfer XP for the magic item, the creator 
can destroy the magic item, thereby regaining any XP that was 
invested. The monetary investment, however, is still lost. 


Aura/Caster Level: Faint universal. CL 1st. 
Construction: Requires Craft Wondrous Item, transference spell, 
100 gp, 16 XP, 1 day. 


Weight: 1/2 lb. 
Price: 200 gp. 


Ceremony Feat 


This third method of transferring XP is a feat taken by the magic item creator. This method offers nearly equal 
security for both the person transferring XP and the creator of a magic item, as both parties continually work 
together. 


Ritual Transference 


You can transfer the XP of other creatures into an agreed upon magic item and construct magic items with 
prerequisites that you do not meet. 


Prerequisites: Knowledge (arcana) or Knowledge (religion), any item creation feat. 


Benefit: You gain access to rituals based on your ranks in Knowledge (arcana) or Knowledge (religion). If you 
qualified for this feat with Knowledge (arcana), only magic items with arcane spell prerequisites can be 
constructed with the transfer ritual. If you qualified for this feat with Knowledge (religion), only magic items with 
divine spell prerequisites can be constructed with the transfer ritual. 


Transfer (Knowledge [arcana] 4 ranks or Knowledge [religion] 4 ranks): You can courier a transfer of XP from 
one or more creatures (maximum five) into an agreed upon magic item you are constructing. Any creatures 
participating in this ritual control how much XP to transfer. You cannot courier a transfer of more XP than is 
needed to construct the agreed upon magic item. All the requirements for transferring XP, compensating for 
XP, and sharing XP costs apply to participating in this ritual. 


If allowable changes are made that require more XP, you or the participating creatures must provide that XP as 
needed. If allowable changes are made that require less XP, the difference is returned to you or the 
participating creatures in proportionate amounts (as per their original contributions). If you start making a magic 
item that is not allowed by even one of the creatures participating in this ritual, all the transferred XP is returned 
to those creatures. If you spend at least one day making the agreed upon magic item, the XP is consumed 
regardless of whether the magic item is completed or not. If you start working on a new magic item after 
spending at least one day making the agreed upon magic item, the XP is consumed and lost (as per the 
normal rules for creating magic items). 


Any creatures participating in this ritual must be present while the magic item is being created (one day per 
1,000 gp in the item's base price, 8 hours per day; potions always take just one day to make, regardless of 
cost). If any creatures participating in this ritual are not present, then no progress can be made toward the 
magic item that day. If any creature leaves before 8 hours per day has elapsed, no portion of that day counts 
toward the construction time. 


Coalesce (Knowledge [arcana] 8 ranks or Knowledge [religion] 8 ranks): You can rely on any creature 
participating in this ritual who transferred at least 50% of the XP cost to provide prerequisite spells for the 
agreed upon magic item. The creature must provide any material components or focuses the spells require, 
and must pay any XP costs required for the spells. The act of constructing the magic item triggers these spells, 
making them unavailable for casting during each day of the magic item's creation. 


Note: If you are commissioning the creation of a magic item from an NPC with this feat (for which you are 
providing spells), a discount consistent with your contribution and type of magic item is subtracted from the 
final market price (see Table 7-33: Estimating Magic Item Gold Piece Values, page 285 of the Dungeon 
Master's Guide). 


Similarly, you can rely on any creature participating in this ritual | Note: Here's a bit of trivia. The one magic 


who transferred at least 50% of the XP cost to provide ability item in the Dungeon Master's Guide that 
score, alignment, character level, class level, class feature, race, normally allows for collaboration is the horn 
or skill rank prerequisites for the agreed upon magic item. No of the tritons. which states that the "creator 


discount is given for providing these qualities. You must always | must be a triton or get construction aid from 
provide the caster level and item creation feat needed to make a |a triton". 
magic item. 


Special: A character who meets the prerequisites automatically gains Ritual Transference as a bonus feat 
after constructing five talismans of transference. 


One Line: 
Feat Prerequisites Benefit 
Ritual Transference Knowledge [arcana] 4 ranks, or Knowledge Gain XP transferring rituals 


[religion] 4 ranks, any item creation feat 


Player's Handbook ll, Part 2 


Variant Deck of Many Things 
by Sean K. Reynolds 


The Player's Handbook II gives players many new options for rethinking and reworking 
their characters, from something as simple as reassigning skill points and feats, to a 
more complex change like adding templates or swapping out class levels. While the 
default option for rebuilding requires characters to perform these alterations with off- 
camera retraining, expending money, or even special quests, some DMs may want to 
introduce a faster method (albeit one with some random risk). 


While the standard deck of many things is a powerful magic item that can have extreme 
effects on PCs, the variant presented here uses the retraining and rebuilding rules from 
the Player's Handbook II to let players accomplish these changes instantaneously 
rather than over time... even though they might not get exactly what they wished for. 
Alternately, a specially-preserved single card from this variant deck may be a quest 
reward or a rare treasure item, allowing that player who's been aching to "fix" his character to do so without 
taking away game time from the other players. (Note: if presented as a single card, the rules for drawing cards 
do not apply; the character merely activates the card as if it were a normal single-use magic item.) 


Notes on the Deck 


The retraining and rebuilding from these cards is Variant Deck of Many Things Generator 
instantaneous and requires no expenditure of money 4 - 7 
or time. These effects are often class-specific, this 
deck is more likely that a typical deck of many things 
to result in something inapplicable for the character 
(such as a fighter drawing a card affecting a wizard's 
specialist schools). Because of this, many cards 
require the character to draw another card if an 
inapplicable card is chosen. 


H 


Many of the cards refer to races and classes found in 
the Player's Handbook, but have effects that are 
applicable to races and classes from other sources. 
For example, the Innate Magic card affects bards and 
sorcerers, but there are classes in other books that 
likewise do not require spell preparation and have a Launch Generator 

limited number of spells known. The DM should feel 

free to allow these card effects to apply to characters 

with such classes as well as standard classes listed Variant Deck of Many Things Downloads 
on the card. 
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The character with a deck of many things who wishes 
to draw a card must announce how many cards she 
will draw before she begins. Cards must be drawn 
within 1 hour of each other, and a character can 
never again draw from this deck any more cards than 
she has announced (unless a drawn card allows or 
requires her to draw an additional card; see below). If 
the character does not willingly draw her allotted 
number (or if she is somehow prevented from doing 
so), the cards flip out of the deck on their own. 


pa 


Some cards say the character may draw another 
card, sometimes they say the character must draw 
again. "May" means an optional draw; the character 
is not obligated to draw again and these extra draws 
do not count toward the original number she said she Cards(7.93mb ZIP/PDF) 
would draw. "Must" is a required draw; the character Generator (9.65mb ZIP)* 

is required to draw an additional card (or cards) and Complete Download (18.53mb ZIP)* 
this extra draw does not count toward the original ee ae 


. *Includes original and variant deck generators. 
number she said she would draw. i 2 


Rules(255kb ZIP/PDF) 


Each time a card is taken from the deck, it is replaced (making it possible to draw the same card twice) unless 
the draw is The Victim or The Gambler, in which case the card is discarded from the pack. A deck of many 
things contains 54 cards (use a standard 52-card deck with two jokers). 


Aspect of Divinity: If you are a cleric, retrain one of your domains to another of your deity's domains. If you 
are not a cleric you must draw again. 


Draconic Heritage: Rebuild your character with the half-dragon template (you lose class levels to compensate 
for the template's level adjustment). You choose what type of half-dragon you become (gold, red, and so on). If 
you already have this template, do not rebuild your character; you must draw again. (See Savage 
Progressions, for information on taking only some of the template's abilities in exchange for a lower level 
adjustment.) 


Earthkin: Deck of Many Things Generator 
Rebuild your Dongen cee | 
character as = spoeprceniprle tame p 

a dwarf or 
gnome 
instead of 
your current 
race. You 
may choose 
a dwarven 
race witha 
level 
adjustment 
(such as 
duergar or 
svirfneblin), 
but you must 
lose class 
levels to Deck of Many Things Downloads 


compensate 
for it. If you e Cards(690k ZIP/PDF) 


are already a e Generator (9.65mb ZIP)* 

dwarf or e Complete Download (18.53mb ZIP)* 

gnome, do *Includes original and variant deck generators. 

not rebuild 

your 

character; you must draw again. (See Savage Progressions, for 
information on taking only some of the template's abilities in exchange 
for a lower level adjustment.) 


Launch Generator 


Hellfire: Rebuild your character with the fiendish or half-fiend template (you lose class levels to compensate 
for the template's level adjustment). If the template's alignment change would cause you to lose class abilities 
(such as if you are a paladin), do not rebuild your character; you instead must draw two cards. If you already 
have one of these templates, do not rebuild your character; you must draw again. (See Savage Progressions, 
for information on taking only some of the template's abilities in exchange for a lower level adjustment.) 


Holy Light: Rebuild your character with the celestial or half-celestial template (you lose class levels to 
compensate for the template's level adjustment). If the template's alignment change would cause you to lose 
class abilities (such as if you are a blackguard), do not rebuild your character; you instead must draw two 
cards. If you already have one of these templates, do not rebuild your character; you must draw again. (See 
Savage Progressions, for information on taking only some of the template's abilities in exchange for a lower 
level adjustment.) 


Innate Magic: If you are a sorcerer or bard, retrain any two of your spells known; one of these must be a spell 
of the highest level you can cast. If you are not a sorcerer or bard you must draw again. 


Invulnerable: If you have an energy resistance or immunity as a class or racial ability, retrain or rebuild that 
ability to a different kind of energy (for example, from electricity to sonic). If your resistance or immunity is 
coupled with a vulnerability to a different energy type (such as how fire immunity is associated with cold 
vulnerability), your vulnerability changes appropriately. If you have no energy resistance or vulnerability from a 
class or racial ability you must draw again. 


Life and Death: If you are neutral and have a class ability that allows you the choice of channeling positive or 
negative energy (such as for turning or rebuking undead, or spontaneously casting cure or inflict spells), retrain 
that class ability so it is the opposite of your current selection. If your deity does not allow you to channel this 
type of energy (for example, all neutral clerics of Wee Jas channel negative energy, while all neutral clerics of 
St. Cuthbert channel positive energy), do not retrain this ability; you instead must draw two cards. If you have 
no such class ability you must draw again. 


Prestigious Enterprise: Rebuild one class level into a prestige class level for any prestige class for which you 


qualify. If you do not qualify for any prestige class or this rebuilding would cause you to no longer qualify for 
one of your current prestige classes, do not rebuild your character; you instead must draw two cards. 


Saving Grace: Retrain your Great Fortitude, Iron Will, or Lightning Reflexes feat to one of the other two saving 
throw bonus feats. If you do not have any of these feats, or you have all three, you must draw again. 


Spellbender: Retrain one metamagic feat you know for any other metamagic feat. If you know no metamagic 
feats you must draw again. 


The Acrobat: Retrain 4 skill ranks into the Tumble skill (even if Tumble is not a class skill for any of your 
classes). If this would cause you to exceed the maximum skill rank for your level, do not retrain this skill; you 
must draw again. 


The Barbarian: Retrain one barbarian level for one barbarian substitution level (or barbarian-like prestige class 
level, at the DM's discretion), or rebuild one class level to one barbarian level (if you are lawful, this means you 
are an ex-barbarian which does not affect your other classes, such as your ability to progress as a monk or 
paladin). 


The Bard: Retrain one bard level for one bard substitution level (or bard-like prestige class level, at the DM's 
discretion), or rebuild one class level to one bard level (if you are lawful, this means you are an ex-bard which 
does not affect your other classes, such as your ability to progress as a monk or paladin). 


The Buffoon: Rebuild your Charisma, reducing it by 4. Use the points from rebuilding to improve any other 
ability scores. If this would reduce your Charisma below 8, do not rebuild your ability score; you must draw 
again. 


The Cleric: Retrain one cleric level for a cleric substitution level (or cleric-like prestige class level, at the DM's 
discretion), or rebuild one class level to one cleric level (this does not affect your other classes, such as your 
ability to progress as a monk or paladin). 


The Craftsman: Retrain one item creation feat you know for any other item creation feat. If you know no item 
creation feats you must draw again. 


The Daydreamer: Rebuild your Wisdom, reducing it by 4. Use the points from rebuilding to improve any other 
ability scores. If this would reduce your Wisdom below 8, do not rebuild your ability score; you must draw 
again. 


The Diplomat: Retrain 4 skill ranks into the Diplomacy skill (even if Diplomacy is not a class skill for any of 
your classes). If this would cause you to exceed the maximum skill rank for your level, do not retrain this skill; 
you must draw again. 


The Druid: Retrain one druid level for one druid substitution level (or druid-like prestige class level, at the DM's 
discretion), or rebuild one class level to one druid level (if you have a non-druidic alignment this means you are 
an ex-druid which does not affect your other classes, such as your ability to progress as a monk or paladin). 


The Eavesdropper: Retrain 4 skill ranks into the Listen skill (even if Listen is not a class skill for any of your 
classes). If this would cause you to exceed the maximum skill rank for your level, do not retrain this skill; you 
must draw again. 


The Exile: Rebuild your character as an orc or half-orc instead of your current race. If you are already an orc 
or half-orc, do not rebuild your character; you must draw again. 


The Fighter: Retrain one fighter level for one fighter substitution level (or fighter-like prestige class level, at the 
DM's discretion), or rebuild one class level to one fighter level (this does not affect your other classes, such as 
your ability to progress as a monk or paladin). 


The Footpad: Retrain 4 skill ranks into the Move Silently skill (even if Move Silently is not a class skill for any 


of your classes). If this would cause you to exceed the 
maximum skill rank for your level, do not retrain this skill; you 
must draw again. 


The Gambler: Draw one card. You may accept or ignore the 
results of that card. If you ignore that card's results you must 
draw another card and accept its effects (though this second 
card may allow you to bypass its effects and draw another 
card). 


The Gregarious Neighbor: Rebuild your character as a 
human instead of your current race. If you are already a 
human, do not rebuild your character; you must draw again. 


The Halfwit: Rebuild your Intelligence, reducing it by 4. Use 

the points from rebuilding to improve any other ability scores. 
If this would reduce your Intelligence below 8, do not rebuild 

your ability score; you must draw again. 


The Heroic Feat: Retrain any one feat you know for any other feat. 


The Investigator: Retrain 4 skill ranks into the Search skill (even if Search is not a class skill for any of your 
classes). If this would cause you to exceed the maximum skill rank for your level, do not retrain this skill; you 
must draw again. 


The Lummox: Rebuild your Dexterity, reducing it by 4. Use the points from rebuilding to improve any other 
ability scores. If this would reduce your Dexterity below 8, do not rebuild your ability score; you must draw 
again. 


The Mage's Dilemma: If you are a non-specialist wizard, retrain as a specialist wizard. If you are a specialist 
wizard, retrain as a specialist of a different school or as a non-specialist wizard. If this would cause you to lose 
class abilities from a prestige class (such as if your prestige class requires you to be a specialist), do not 
rebuild your character; you instead must draw two cards. If you are not a wizard, you must draw again. 


The Monk: Retrain one monk level for one monk substitution level (or monk-like prestige class level, at the 
DM's discretion), or rebuild one class level to one monk level (if you are non-lawful, this means you are an ex- 
monk which does not affect your other classes, such as your ability to progress as a paladin). 


The Moon: Rebuild your character with the lycanthrope template (you lose class levels to compensate for the 
template's level adjustment). You choose the type of lycanthrope (werebear, wereboar, and so on). If the 
template's alignment would cause you to lose class abilities (such as if you are a monk or paladin with a non- 
lawful template), do not rebuild your character; you instead must draw two cards. If you already have a 
lycanthrope template, do not rebuild your character; you must draw again. (See Savage Progressions, for 
information on taking only some of the template's abilities in exchange for a lower level adjustment.) 


The Paladin: Retrain one paladin level for one paladin substitution level (or paladin-like prestige class level, at 
the DM's discretion), or rebuild one class level to one paladin level (if you are not lawful good, this means you 
are an ex-paladin which does not affect your other classes, such as your ability to progress as a monk). 
Blackguards who rebuild in this manner may trade in this "new" paladin level for additional blackguard abilities 
as detailed in the blackguard class description. 


The Ranger: Retrain one ranger level for one ranger substitution level (or ranger-like prestige class level, at 
the DM's discretion), or rebuild one class level to one ranger level (this does not affect your other classes, such 
as your ability to progress as a monk or paladin). 


The Ranger's Dilemma: If you are a ranger, retrain your combat style for any other available combat style. If 
you are not a ranger, you must draw again. 


The Rogue: Retrain one rogue level for one rogue 
substitution level (or rogue-like prestige class level, at the 
DM's discretion), or rebuild one class level to one rogue level 
(this does not affect your other classes, such as your ability to 
progress as a monk or paladin). 


The Ac robat 


Sorce fer 


The Sickly One: Rebuild your Constitution, reducing it by 4. 
Use the points from rebuilding to improve any other ability 
scores. If this would reduce your Constitution below 8, do not 
rebuild your ability score; you must draw again. 


The Small Folk: Rebuild your character as halfling instead of 
your current race. You may choose a halfling race with a level 
adjustment, but you must lose class levels to compensate for 
it. If you are already a halfling, do not rebuild your character; 
you must draw again. 


The Sorcerer: Retrain one sorcerer level for one sorcerer 
substitution level (or sorcerer-like prestige class level, at the 
DM's discretion), or rebuild one class level to one sorcerer level (this does not affect your other classes, such 
as your ability to progress as a monk or paladin). 


The Speaker: Retrain any two languages you know for any two other languages (you may retrain racial 
languages). You may draw again. 


The Spellcrafter: Retrain 4 skill ranks into the Spellcraft skill (even if Spellcraft is not a class skill for any of 
your classes). If this would cause you to exceed the maximum skill rank for your level, do not retrain this skill; 
you must draw again. 


The Trapbreaker: Retrain 4 skill ranks into the Disable Device skill (even if Disable Device is not a class skill 
for any of your classes). If this would cause you to exceed the maximum skill rank for your level, do not retrain 
this skill; you must draw again. 


The Ultimate Weapon: If you are a fighter with the Weapon Focus feat, choose any other weapon for that feat 
(for example, change “longsword" to "greatsword") and any other feats in that chain relating to that weapon 
(Weapon Specialization, Greater Weapon Focus, Greater Weapon Specialization, and so on). If you are not a 
fighter, retrain any one feat you know for the Weapon Focus feat (selecting a weapon of your choice). 


The Unarmed Master: If you are a monk, retrain one, two, or three of your monk bonus feats to any other 
appropriate monk bonus feats. If you are not a monk, you must draw again. 


The Unseen: Retrain 4 skill ranks into the Hide skill (even if Hide is not a class skill for any of your classes). If 
this would cause you to exceed the maximum skill rank for your level, do not retrain this skill; you must draw 
again. 


The Vampire: Rebuild your character with the vampire template (you lose class levels to compensate for the 
template's level adjustment). If this would cause you to lose class abilities (Such as if you are a good cleric or a 
paladin), do not rebuild your character; you instead must draw two cards. If you already have this template, do 
not rebuild your character; you must draw again. (See Savage Progressions, for information on taking only 
some of the template's abilities in exchange for a lower level adjustment.) 


The Victim: Retrain any one feat you know for any other feat. You must draw two more cards. 


The Vigilant: Retrain 4 skill ranks into the Spot skill (even if Spot is not a class skill for any of your classes). If 
this would cause you to exceed the maximum skill rank for your level, do not retrain this skill; you must draw 
again. 


The Weakling: Rebuild your Strength, reducing it by 4. Use the points from rebuilding to improve any other 


ability scores. If this would reduce your Strength below 8, do not rebuild your ability score; you must draw 
again. 


The Wizard: Retrain one wizard level for one wizard substitution level (or wizard-like prestige class level, at the 
DM's discretion), or rebuild one class level to one wizard level (this does not affect your other classes, such as 
your ability to progress as a monk or paladin). 


The Zealot: Retrain 4 skill ranks into the Knowledge (religion) skill (even if Knowledge (religion) is not a class 
skill for any of your classes). If this would cause you to exceed the maximum skill rank for your level, do not 
retrain this skill; you must draw again. 


Trusted Companion: If you have an animal companion or familiar, you must dismiss it (at no penalty) and 
immediately select another of a different kind. The new creature is available immediately. You may reclaim 
items worn or carried by the original creature before dismissing it and give them to the new creature. Any feats 
or class abilities that would affect the creature (Such as a feat that adds abilities or hit dice to your familiar or 
animal companion) immediately affect the new creature. If you do not have an animal companion or familiar, 
you must draw again. 


Woodkin: Rebuild your character as an elf or half-elf instead of your current race. You may choose an elven 
race with a level adjustment (such as drow), but you must lose class levels to compensate for it. If you are 


already an elf or half-elf, do not rebuild your character; you must draw again. 


The Sickly One 
The Speaker 

The Investigator 
The Heroic Feat 
The Ranger 

The Paladin 

The Druid 

The Monk 

The Rogue 

The Lummox 
The Moon 

The Mage's Dilemma 
The Halfwit 

The Vampire 
Draconic Heritage 
Earthkin 

Hellfire 

Holy Light 

Innate Magic 
Invulnerable 

Life and Death 
Prestigious Enterprise 
Saving Grace 
Spellbender 

The Acrobat 
Aspect of Divinity 
The Exile 

The Barbarian 
The Fighter 

The Footpad 


Two of Spades 
Three of Spades 
Four of Spades 
Five of Spades 
Six of Spades 
Seven of Spades 
Eight of Spades 
Nine of Spades 
Ten of Spades 
Jack of Spades 
Queen of Spades 
King of Spades 
Ace of Spades 
Two of Hearts 
Three of Hearts 
Four of Hearts 
Five of Hearts 
Six of Hearts 
Seven of Hearts 
Eight of Hearts 
Nine of Hearts 
Ten of Hearts 
Jack of Hearts 
Queen of Hearts 
King of Hearts 
Ace of Hearts 
Two of Clubs 
Three of Clubs 
Four of Clubs 
Five of Clubs 


Retrain Constitution to a lower value. 

Retrain two languages. You may draw again. 
Retrain ranks into Search. 

Retrain any feat. 

Retrain into a ranger substitution level. 
Retrain into a paladin substitution level. 
Retrain into a druid substitution level. 
Retrain into a monk substitution level. 
Retrain into a rogue substitution level. 
Retrain Dexterity to a lower value. 


Retrain with lycanthrope template. 


Retrain school specialization and prohibited schools. 
Retrain Intelligence to a lower value. 

Rebuild with vampire template. 

Rebuild with half-dragon template. 

Rebuild as dwarf or gnome. 

Rebuild with fiendish or half-fiend template. 
Rebuild with celestial or half-celestial template. 
Retrain two bard or sorcerer spells. 

Retrain energy resistance or immunity. 

Retrain positive/negative energy channeling. 
Rebuild with prestige class. 

Retrain a saving throw-affecting feat. 

Retrain a metamagic feat. 

Retrain ranks into Tumble. 

Retrain one cleric domain. 

Rebuild as orc or half-orc. 

Retrain into a barbarian substitution level. 
Retrain into a fighter substitution level. 


Retrain ranks into Move Silently. 


The Buffoon 
The Cleric 


The Gregarious Neighbor 


The Daydreamer 
The Bard 

The Eavesdropper 
The Craftsman 

The Diplomat 

The Small Folk 
Trusted Companion 
The Zealot 

The Wizard 

The Weakling 

The Vigilant 

The Unseen 

The Unarmed Master 
The Ranger's Dilemma 
The Trapbreaker 
The Ultimate Weapon 
The Spellcrafter 

The Sorcerer 
Woodkin 

The Gambler 

The Victim 


Six of Clubs 

Seven of Clubs 
Eight of Clubs 
Nine of Clubs 

Ten of Clubs 

Jack of Clubs 
Queen of Clubs 
King of Clubs 

Ace of Clubs 

Two of Diamonds 
Three of Diamonds 
Four of Diamonds 
Five of Diamonds 
Six of Diamonds 
Seven of Diamonds 
Eight of Diamonds 
Nine of Diamonds 
Ten of Diamonds 
Jack of Diamonds 
Queen of Diamonds 
King of Diamonds 
Ace of Diamonds 
Black Joker 

Red Joker 


Retrain Charisma to a lower value. 
Retrain into a cleric substitution level. 
Rebuild as human. 

Retrain Wisdom to a lower value. 
Retrain into a bard substitution level. 
Retrain ranks into Listen. 

Retrain item creation feat. 

Retrain ranks into Diplomacy. 
Rebuild as halfling. 

Retrain animal companion or familiar. 


Retrain ranks into Knowledge (religion). 


Retrain into a wizard substitution level. 
Retrain Strength to a lower value. 

Retrain ranks into Spot. 

Retrain ranks into Hide. 

Retrain monk bonus feats. 

Retrain ranger combat style. 

Retrain ranks into Disable Device. 

Retrain Weapon Focus and associated feats. 
Retrain ranks into Spelicraft. 

Retrain into a sorcerer substitution level. 
Rebuild as elf or half-elf. 

Draw one card; you may ignore it and draw a second card. 


Retrain any feat. You must draw two more cards. 


